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INTERFACE-BASED GAME-SPACE CONTEST
GENERATION

FIELD OF THE DISCLOSUR.

L1l

This disclosure relates generally to interface-based game-
space contest generation.

BACKGROUND

Traditionally, configuration of a contest 1s performed by
engineers to manually code changes to the backend to execute
the contest. Typically, at the end of a contest, administrators
manually judge the performance of participating users of the
contest, for instance, by evaluating contest activities per-
formed by those users, by comparing scores computed for
those users, etc. In addition, the administrators often manu-
ally distribute the contest awards based on their judging.
Among other 1ssues, these conventional techniques may be
associated with human-related errors (e.g., judging errors,
awarding errors, etc.) along with delays in award distribution,
resulting 1n user dissatisfaction with the contest experience,
higher volume of support calls, and/or other drawbacks.

SUMMARY

One aspect of the disclosure relates to a system configured
to facilitate interface-based game-space contest generation,
in accordance with one or more implementations. In exem-
plary implementations, one or more performance criteria to
be associated with a contest to be provided 1n a game space,
one or more awards to be distributed 1n association with the
contest, one or more qualifications to participate 1n the con-
test, and/or other contest-related user inputs may be received
via a user interface. Based on these user inputs, a notification
that relates to the contest may be provided 1n the game space.
Contest-related activities that are performed in the game
space by the users participating 1n the contest may be moni-
tored. Performance scores of the participating users may be
determined based on the performance criteria and the per-
formed activities. The awards may be automatically distrib-
uted to individual ones of the participating users 1n accor-
dance with the performance scores of the individual
participating users. In this way, interface-based game-space
contest generation may decrease human-related errors (e.g.,
by providing more accurate performance scoring of per-
formed contest-related activities, awarding the right partici-
pating users, etc.), reduce award distribution delays (e.g., by
determining the award winners more quickly, distributing the
awards upon such determination, etc.), improve user experi-
ence relating to such contests, lower the number of support
calls, and/or provide other benefits.

In some 1mplementations, the system may 1nclude one or
more servers. The server(s) may be configured to communi-
cate with one or more client computing platforms according
to a client/server architecture. The users may access the sys-
tem via the client computing platforms, for instance, to inter-
act with one or more services.

The server(s) may be configured to execute one or more
computer program modules to facilitate interface-based
game-space contest generation. The computer program mod-
ules may 1nclude one or more of a template interface module,
a contest implementation module, a performance determina-
tion module, an award distribution module, and/or other mod-
ules. In some implementations, the client computing plat-
forms may be configured to execute one or more computer
program modules that are the same as or similar to the com-
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puter program modules of the server(s) to facilitate interface-
based game-space contest generation.

The template interface module may be configured to pro-
vide a user interface configured to receive user puts that
include one or more performance criteria to be associated
with a contest to be provided 1n a game space, one or more
awards to be distributed 1n association with the contest, one or
more qualifications to participate in the contest, and/or other
user inputs. The template interface module may be configured
to provide the user interface to an admimistrator to receive the
user iputs from the administrator via the user interface. The
game space may be configured to facilitate interaction of
users with the game space and/or each other by performing
operations 1n the game space in response to commands
received from the users.

In certain implementations, the performance criteria may
relate to success with respect to the contest to be provided in
the game space. The success-related performance critena
may relate to one or more of resource collection, building
possession, combat, rescues, or level progress.

In some 1mplementations, the qualifications to participate
in the contest may include merit-based qualifications associ-
ated with the game space. The merit-based qualifications may
relate to one or more of possessed structures, collected
resources, combat history, rescue history, or user level.

The contest implementation module may be configured to
provide, based on the user inputs, a notification 1n the game
space that relates to the contest. For example, the notification
may be provided based on the performance criteria to be
assoclated with the contest, the awards to be distributed 1n
association with the content, and/or the qualifications to par-
ticipate in the contest that are recerved as one or more of the
user mputs. In various implementations, for instance, the
notification may indicate one or more of the users that are
qualified to enter the contest based on the qualifications to
participate 1n the contest. In some implementations, the noti-
fication may indicate the performance criteria, the awards,
and/or the qualifications.

In certain implementations, the contest implementation
module may execute the contest 1n the game space based on
the user mputs. The performance determination module may
be configured to determine, based on the performance criteria
and activities that are performed 1n the game space by the
users that participated 1n the contest, performance scores of
the participating users. The award distribution module may be
configured to facilitate automated distribution of the awards
to individual ones of the participating users 1n accordance
with the performance scores of the imdividual participating
users.

In various implementations, the award distribution module
may be configured such that at least one of the awards 1s
distributed to at least one of the participating users inresponse
to the performance scores of the at least one participating user
satistying one or more performance thresholds.

In certain implementations, the award distribution module
may be configured such that the awards are distributed based
on one or more predetermined intervals of the contest. In
some 1implementations, the award distribution module may be
configured such that a first award of the awards 1s distributed
during a first predetermined interval of the predetermined
intervals to a first participating user of the participating users
in response to the performance scores of the first participating
user satistying a {irst performance threshold during the first
predetermined interval, and such that a second award of the
awards 1s distributed during a second predetermined interval
of the predetermined intervals to the first participating user 1in
response to the performance scores of the first participating,
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user satistying a second performance threshold during the
second predetermined interval.

In certain implementations, the template interface module
may be configured to store a template that indicates the user
inputs. As such, in some implementations, the contest may be
executed 1n the game space based on the stored template. The
contest may, for mstance, be executed based on a predeter-
mined schedule, a periodic basis, a manual user activation,
and/or other trigger using the user inputs indicated 1n the
stored template.

These and other features, and characteristics of the present
invention, as well as the methods of operation and functions
of the related elements of structure and the combination of
parts and economies of manufacture, will become more
apparent upon consideration of the following description and
the appended claims with reference to the accompanying,
drawings, all of which form a part of this specification,
wherein like reference numerals designate corresponding
parts in the various figures. It 1s to be expressly understood,
however, that the drawings are for the purpose of 1llustration
and description only and are not intended as a definition of the
limits of the mvention. As used 1n the specification and 1n the
claims, the singular form of “a”, “an”, and “the” include
plural referents unless the context clearly dictates otherwise.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 illustrates a system configured to facilitate inter-
face-based game-space contest generation, 1 accordance
with one or more implementations.

FIG. 2 1llustrates a diagram of a user interface for receiving,
user inputs relating to a contest, 1n accordance with one or
more implementations.

FIG. 3 1llustrates a diagram of a user interface depicting a
notification relating to a contest, in accordance with one or
more implementations.

FI1G. 4 1llustrates a method for facilitating interface-based
game-space contest generation, in accordance with one or
more implementations.

DETAILED DESCRIPTION

FIG. 1 illustrates a system 100 configured to facilitate
interface-based game-space contest generation, 1 accor-
dance with one or more implementations. In exemplary
implementations, user mputs that relate to a contest to be
provided 1n a game space may berecerved via a user interface.
Theuser mputs may mclude one or more performance criteria
to be associated with the contest, one or more awards to be
distributed 1n association with the contest, one or more quali-
fications to participate 1n the contest, and/or other contest-
related user inputs. A notification that relates to the contest
may be provided, based on the user inputs, 1n the game space.
Contest-related activities that are performed i1n the game
space by the users participating 1n the contest may be moni-
tored. Performance scores of the participating users may be
determined based on the performance criteria and the per-
formed activities. The awards may be automatically distrib-
uted to individual ones of the participating users 1 accor-
dance with the performance scores of the individual
participating users. In this way, interface-based game-space
contest generation may decrease human-related errors (e.g.,
by providing more accurate performance scoring of per-
formed contest-related activities, awarding the right partici-
pating users, etc.), reduce award distribution delays (e.g., by
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determining the award winners more quickly, distributing the
awards upon such determination, etc.), and/or provide other
benefits.

In some implementations, system 100 may include one or
more servers 102. Server(s) 102 may be configured to com-
municate with one or more client computing platforms 104
according to a client/server architecture. The users may
access system 100 via client computing platforms 104, for
instance, to interact with one or more services.

Server(s) 102 may be configured to execute one or more
computer program modules to {facilitate interface-based
game-space contest generation. The computer program mod-
ules may include one or more of a template interface module
106, a contest implementation module 108, a performance
determination module 110, an award distribution module
112, and/or other modules. In some implementations, client
computing platforms 104 may be configured to execute one or
more computer program modules that are the same as or
similar to the computer program modules of server(s) 102 to
tacilitate interface-based game-space contest generation.

Template imterface module 106 may be configured to pro-
vide a user interface configured to receive user inputs that
include one or more performance criteria to be associated
with a contest to be provided 1n a game space, one or more
awards to be distributed 1n association with the contest, one or
more qualifications to participate in the contest, and/or other
user mputs. Template mtertace module 106 may be config-
ured to provide the user interface to an administrator to
receive the user mputs from the administrator via the user
interface.

Along these lines, FIG. 2 1llustrates a diagram of a user
interface 200 for recerving user iputs relating to a contest, 1n
accordance with one or more implementations. As shown,
user interface 200 enables an administrator to create a contest
by entering a contest name, start/end dates and times, eligi-
bility qualifications to be a participating user, performance
criteria that can be used to assess success with respect to the
contest, awards to be distribution 1n association with the
contest, values that may be associated with selected qualifi-
cations, performance criteria, or awards, and/or other contest-
related user inputs. These user inputs may, for instance, be
provided by the administrator via input fields 202, 204, 206,
208,210,212, and 214. In one use case, the administrator may
select multiple performance criteria from the drop-drop menu
of mnputfield 210. One or more corresponding input fields 214
may appear in response to the multiple selections to enable
the administrator to enter, if necessary, values associated with
one or more of the multiple selections (e.g., to mdicate an
contest activity that a performance criteria 1s associated with,
to indicate a threshold for the performance criteria, etc.).
Upon entering the user inputs, the admimistrator may activate
the “Submit” button to i1nitiate creation of the contest, to be
provided with further options (e.g., selecting activities for the
contest, saving of the contest as a template that includes the
user inputs, etc.). As used herein, an administrator may
include a user that has access rights to create, modify, acti-
vate, deactivate, or remove contests.

As such, 1n certain implementations, the performance cri-
teria may relate to success with respect to the contest to be
provided 1n the game space. The success-related performance
criteria may relate to one or more of resource collection,
building possession, combat (e.g., between user characters
and/or non-user characters), rescues (e.g., ol user characters
and/or non-user characters), level progress, and/or other
game-space features. For example, with respect to FIG. 2, the
performance criteria that can be selected via mput field 210
may include criteria to assess whether a participating user
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will be distributed a contest award (e.g., when assessed indi-
vidually, when compared with other participating users, etc.).
These criteria may, for istance, relate to an amount of, spe-
cific types, or particular ones of: (1) resources that the par-
ticipating user may be required to collect; (2) buildings that
the participating user needs to conquer or possess; (3) com-
bats or rescues that the participating user needs to attempt,
win, or complete; and/or (4) progress with respect to levels
that the participating user needs to achieve (e.g., user level,
building level, research level, etc.). As another example, other
such criteria may relate to an amount of, specific types, or
particular ones of: (1) sales that the participating user needs to
make; (2) purchases that the participating user needs to make;
(3) items that the participating user needs to collect or use; (4)
currency that the participating user needs to purchase or
spend; (5) length of gameplay that the participating user
needs to achieve; (6) characters with which the participating
user needs to interact; (7) alliances that the participating user
needs to join; (8) logins that the participating user needs to
initiate; or (8) other objectives to achieve.

In some implementations, the qualifications to participate
in the contest may include merit-based qualifications associ-
ated with the game space. The merit-based qualifications may
relate to one or more of possessed structures, collected
resources, combat history, rescue history, user level, and/or
other game-space features. For example, with respect to FIG.
2, the qualifications that can be selected via mput field 208
may include qualifications relating to user achievements in
the game space. A user may, for instance, be qualified to
participate 1n a contest by achieving certain goals before a
qualification deadline, such as: (1) collecting an amount of, a
specific type of, or a particular resource(s); (2) conquering or
possessing an amount of, a specific type of, or a particular
building(s); (3) winning or completing an amount of, a spe-
cific type of, or a particular combat(s) or rescue(s ); and/or (4)
reaching a certain level 1n the game space (e.g., user level,
building level, research level, etc.). As another example, other
qualifications may relate to an amount of, specific types, or
particular ones of: (1) sales that a user needs to make; (2)
purchases that the user needs to make; (3) items that the user
needs to collect or use; (4) length of gameplay of the user; (5)
characters with which the user needs to interact; (6) currency
that the user needs to purchase or spend; (6) alliances that the
user needs to join; (7) logins that the user needs to 1nitiate; or
(8) other achievements.

In various implementations, the qualifications to partici-
pate 1n the contest may include non-mernt-based qualifica-
tions. The non-merit-based qualifications may include con-
test participation fees, user age requirements, server
requirements (e.g., a contest may be limited to users with
accounts hosted on particular servers), location requirements
(e.g., the contest may be limited to users with characters 1n
particular areas of the game space, users located 1n particular
areas of the real world, etc.), or other non-merit-based quali-
fications.

In some implementations, the game space may be a virtual
space. An instance of the game space may be an instance of
the virtual space. A space module may be configured to
implement the 1mstance of the virtual space executed by the
computer modules. The nstance of the virtual space may
reflect the state of the virtual space. The instance of the virtual
space may be used to push state information to clients for
implementation on the clients, may be used to verily state
information generated on clients executing expressions of the
instance locally, and/or for other purposes. State information
may include mformation about the state of the virtual space
such as, without limitation, position information of one or
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more objects, topography information, object status/shape
information, battle information, score information, user or
character progress information, user inventory information,
progress information for one or more activities or actions,
view 1information describing a view of the virtual space, and/
or other mformation that describes the state of the virtual
space. Expressions of the instance executed on the clients
facilitate presentation of views on the clients of the virtual
space. Expressions of the instance executed on the clients
may be configured to simply present views of the virtual
space based on the state information (e.g., via streaming view
information, object/position information, and/or other state
information) received from the space module. Expressions of
the instance executed on the clients may include space logic
that effectively provides for execution of a limited version of
the 1nstance on a client that 1s synchronized and/or verified
with state information received from the space module. The
view presented on a given client may correspond to a location
in the virtual space (e.g., the location from which the view 1s
taken, the location the view depicts, and/or other locations), a
zoom ratio, a dimensionality of objects, a point-of-view, and/
or view parameters. One or more of the view parameters may
be selectable by the user.

The instance of the virtual space may comprise a simulated
space that 1s accessible by users via clients (e.g., client com-
puting platforms 104) that present the views of the virtual
space to a user. The simulated space may have a topography,
express ongoing real-time interaction by one or more users,
and/or include one or more objects positioned within the
topography that are capable of locomotion within the topog-
raphy. In some 1nstances, the topography may be a 2-dimen-
sional topography. In other instances, the topography may be
a 3-dimensional topography. The topography may include
dimensions of the space, and/or surface features of a surface
or objects that are “native” to the space. In some instances, the
topography may describe a surface (e.g., a ground surface)
that runs through at least a substantial portion of the space. In
some 1nstances, the topography may describe a volume with
one or more bodies positioned therein (e.g., a simulation of
gravity-deprived space with one or more celestial bodies
positioned therein). The instance executed by the computer
modules may be synchronous, asynchronous, and/or semi-
synchronous.

The above description of the views of the virtual space
determined from the instance executed by the space module 1s
not mtended to be limiting. The virtual space may be pre-
sented 1n a more limited, or more rich, manner. For example,
views ol the virtual space may be selected from a limited set
of graphics depicting an event 1n a given place within the
virtual space. The views may include additional content (e.g.,
text, audio, pre-stored video content, and/or other content)
that describes particulars of the current state of the place,
beyond the relatively generic graphics. For example, a view
may include a generic battle graphic with a textual description
of the opponents to be contronted. Other representations of
individual places within the virtual space are contemplated.

Within the instance of the virtual space executed by the
space module, users may control characters, objects, simu-
lated physical phenomena (e.g., wind, rain, earthquakes, and/
or other phenomena), and/or other elements within the virtual
space to interact with the virtual space and/or each other. The
user characters may include avatars. As used herein, the term
“user character” may refer to an object (or group of objects)
present in the virtual space that represents an individual user.
The user character may be controlled by the user with which
it 1s associated. The user controlled element(s) may move
through and interact with the virtual space (e.g., non-user
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characters 1n the virtual space, other objects 1n the virtual
space). The user controlled elements controlled by and/or
associated with a given user may be created and/or custom-
1zed by the given user. The user may have an “inventory™ of
virtual goods and/or currency that the user can use (e.g., by
manipulation of a user character or other user controlled
clement, and/or other 1tems) within the virtual space.

The users may participate 1n the instance of the virtual
space by controlling one or more of the available user con-
trolled elements 1n the virtual space. Control may be exer-
cised through control mputs and/or commands mput by the
users through client computing platforms 104. The users may
interact with each other through communications exchanged
within the virtual space. Such communications may include
one or more of textual chat, instant messages, private mes-
sages, voice communications, and/or other communications.
Communications may be received and entered by the users
via their respective client computing platforms 104. Commu-
nications may be routed to and from the appropriate users
through server(s) 102 (e.g., through a space module).

Contest implementation module 108 may be configured to
provide, based on the user inputs, a notification in the game
space that relates to the contest. For example, the notification
may be provided based on the performance criteria to be
associated with the contest, the awards to be distributed in
association with the content, and/or the qualifications to par-
ticipate 1n the contest that are recetved as one or more of the
user mputs. In various implementations, for instance, the
notification may indicate one or more of the users that are
qualified to enter the contest based on the qualifications to
participate 1n the contest. In some implementations, the noti-
fication may indicate the performance criteria, the awards,
and/or the qualifications. In this way, users of the game space
may be informed of the contest, be incentivized to participate
in the contest (e.g., 1 response to the notification of the
awards), become more engaged 1n the game space (e.g., to
become qualified to participate 1n the contest before a quali-
fication deadline), and/or provide other benefits.

By way of example, FIG. 3 illustrates a diagram of a user
interface 300 depicting a notification 302 relating to a contest,
in accordance with one or more implementations. As shown,
user interface 300 includes a status bar 304 to indicate a user’s
level, a number of combat conquests since a previous contest,
and/or other information to the user. User mtertace 300 may
utilized to present notification 302 to inform the user of the
contest period, a briel summary of the contest, qualifications
to be eligible to participate in the contest, contest awards to be
distributed 1n association with the contest, and a link to a list
ol qualifying users that may participate in the contest. Noti-
fication 302 may be generated based on the user inputs
entered by an administrator via input fields 202, 204, 206,
208, 210, 212, and 214 of user interface 200 that 1s shown in
FIG. 2. In one use case, the link to the list of qualifying users
in notification 302 may be generated based on the qualifica-
tions selected by the administrator via input field 208 and the
associated values entered 1n input fields 214. In another use
case, notification 302 may specily the qualifying users in lieu
of the link to the list, inform the user whether he/she 1s one of
the qualitying users, and/or provide other information relat-
ing to the qualifications.

In certain implementations, contest implementation mod-
ule 108 may execute the contest 1n the game space based on
the user mputs. In one scenario, content implementation mod-
ule 108 may set the contest period to be from the user-inputted
start date/time until the user-inputted end date/time. As an
example, activities of the contest may be made available to the
participating users during the contest period. As another
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example, activities of the contest may be activities that can be
performed by users (without regard to the contest) in the game
space but those activities may be monitored for the partici-
pating users 1n association with the contest during the contest
period to determine performance scores of the participating
users that perform the activities. Contest-related activities
may include collecting resources, constructing or otherwise
obtaining buildings, engaging in combat, performing rescues,
selling merchandise, collecting items, and/or other activities.
In another scenario, user-inputted awards may be distributed
to the participating users throughout the duration of the con-
test period, at the end of the contest period, or at other times
in accordance with the determined performance scores of the
participating users.

As such, performance determination module 110 may be
configured to determine, based on the performance criteria
and activities that are performed 1n the game space by the
users that participated in the contest, performance scores of
the participating users. Award distribution module 112 may
be configured to facilitate automated distribution of the
awards to individual ones of the participating users in accor-
dance with the performance scores of the individual partici-
pating users. For example, 1n one use case, the activity may be
collecting a specific type of resource (e.g., diamond, gold,
silver, platinum, 1ron, wheat, etc.) and the performance crite-
ria may include having the most amounts of the specific type
of resource collected during the contest period. As such,
participating users that have collected more of the specific
type of the resource than other participating users during the
contest period may be assigned higher performance score
than those other participating users. Thus, awards may be
automatically distributed to a certain number of the partici-
pating users that collect the most amounts of the specific type
ol resource during the contest period (e.g., at the end of the
contest period, at one or more intervals during the contest
period, etc.). The awards may include virtual items, virtual
currency, buildings, resources, access to other contests,
access to regions 1n the game space, access to activities in the
game space, respect, multipliers (e.g., 10x respect), level
increase, and/or other awards.

In various implementations, award distribution module
112 may be configured such that at least one of the awards 1s
distributed to at least one of the participating users in response
to the performance scores of the at least one participating user
satisiying one or more performance thresholds. By way of
example, a particular contest 1n the game space may provide
awards to participating users that satisty a certain perfor-
mance threshold. In one use case, the particular contest may
be configured such that a participating user may be provided
with an award associated with the contest 11 the participating
user harvests a specific predetermined amount of resources
during the contestperiod (e.g., harvesting 5000 units of wood,
harvesting 2000 units of wheat, etc.). The participating user
may, for instance, be provided with the award during or after
the contest period 1n response to determining that the partici-
pating user satisfied the specific resource harvesting thresh-
old during the contest period.

In another use case, the participating user may be provided
with multiple awards for satisfying multiple performance
thresholds. For example, the participating user may be pro-
vided with one award aifter the participating user harvests a
first amount of resources (e.g., 5000 units of wood) during the
contest period, and a different award after the participating
user harvests a second amount of resources (e.g., 12,000 units
of wood). In this way, users may be provided with a plurality
ol mcentives to sign up, participate, and/or continue to par-
ticipate in the game-space contest. The awards may, for
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instance, be automatically distributed to the participating user
in real-time as soon as the participating user completes each
set of activities to satisly the performance thresholds. As
such, wait time associated with distribution of the awards may
be eliminated or otherwise reduced. 5

In certain implementations, award distribution module 112
may be configured such that the awards are distributed based
on one or more predetermined intervals of the contest. By way
of example, a particular contest may last for a period of one
week, each day of the contest may represent one time interval 10
of the contest, and award distribution module 112 may be
configured to distribute the awards at the end of each day to
individual participating users that are determined to have
satisfied one or more performance thresholds.

In some 1implementations, award distribution module 112 15
may be configured such that a first award of the awards 1s
distributed during a first predetermined interval of the prede-
termined intervals to a first participating user of the partici-
pating users in response to the performance scores of the first
participating user satisfying a {first performance threshold 20
during the first predetermined interval, and such that a second
award of the awards 1s distributed during a second predeter-
mined interval of the predetermined intervals to the first par-
ticipating user 1n response to the performance scores of the
first participating user satisiying a second performance 25
threshold during the second predetermined interval.

In one scenario, a particular contest 1n the game space may
last for a period of one week, and each day of the contest may
represent one time 1nterval of the contest. The contest may
provide awards to participating users for each day that the 30
participating users perform activities that satisiy a perfor-
mance threshold. For example, a participating user may be
provided with 1000 units of wood when the participating user
logs into the game space on the first day of the contest (e.g.,
logging into the game space may be a predefined activity for 35
satistying a performance threshold). The participating user
may be provided with 1500 units of 1rron when the participat-
ing user logs mto the game space on the second day of the
contest. The participating user may be provided with 2000
units of wheat when the participating user logs into the game 40
space on the third day of the contest, and so on. In this way,
among other benefits, contests may enable participating users
to develop habits based on the predefined activities (e.g.,
logging 1n on a regular basis), encourage a steady stream of
activities by participating users, etc. 45

In various implementations, template interface module 106
may be configured to store a template that indicates the user
inputs. As such, 1n some implementations, the contest may be
executed 1n the game space based on the stored template. The
contest may, for mstance, be executed based on a predeter- 50
mined schedule, a periodic basis, a manual user activation,
and/or other trigger using the user inputs indicated 1n the
stored template. In one scenario, a game-space contest cre-
ated via interface-based game-space contest generation that
attracted a substantial number of participating users may be 55
reimtiated so that the contest may be repeated 1n accordance
with a predetermined schedule or via a manual user activation
of the contest by using the template to provide the user inputs
for the contest.

Server(s) 102, client computing platforms 104, external 60
resources 114, and/or other components may be operatively
linked via one or more electronic communication links. For
example, such electronic communication links may be estab-
lished, at least 1n part, via a network such as the Internet
and/or other networks. It will be appreciated that this 1s not 65
intended to be limiting, and that the scope of this disclosure
includes implementations 1n which server(s) 102, client com-
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puting platforms 104, external resources 114, and/or other
components may be operatively linked via some other com-
munication media.

A given client computing platform 104 may include one or
more processors configured to execute computer program
modules. The computer program modules may be configured
to enable an expert or user associated with client computing
platform 104 to interface with system 100 and/or external
resources 114, and/or provide other functionality attributed
herein to client computing platforms 104. By way of non-
limiting example, client computing platiorm 104 may include
one or more of a desktop computer, a laptop computer, a
handheld computer, a netbook, a smartphone, a gaming con-
sole, and/or other computing platiorms.

External resources 114 may include sources of informa-
tion, hosts and/or providers of virtual spaces outside of sys-
tem 100, external entities participating with system 100, and/
or other resources. In some implementations, some or all of
the functionality attributed herein to external resources 114
may be provided by resources included in system 100.

In some implementations, server(s) 102 may include an
clectronic storage 116, one or more processor(s) 118, and/or
other components. Server(s) 102 may include communica-
tion lines, or ports to enable the exchange of information with
a network and/or other computing platforms. Illustration of
server(s) 102 mn FIG. 1 1s notintended to be limiting. Server(s)
102 may include a plurality of hardware, software, and/or
firmware components operating together to provide the func-
tionality attributed herein to server(s) 102. For example, serv-
er(s) 102 may be implemented by a cloud of computing
platforms operating together as server(s) 102.

Electronic storage 116 may include electronic storage
media that electronically stores information. In some 1mple-
mentations, the electronic storage media of electronic storage
116 may include one or both of system storage that i1s pro-
vided integrally (i.e., substantially non-removable) with serv-
er(s) 102 and/or removable storage that 1s removably connect-
ableto server(s) 102 via, for example, aport (e.g., a USB port,
a firewire port, etc.) or a drive (e.g., a disk drive, etc.). Elec-
tronic storage 116 may include one or more of optically
readable storage media (e.g., optical disks, etc.), magnetically
readable storage media (e.g., magnetic tape, magnetic hard
drive, floppy dnive, etc.), electrical charge-based storage
media (e.g., EEPROM, RAM, efc.), solid-state storage media
(e.g., flash drive, etc.), and/or other electronically readable
storage media. Flectronic storage 116 may include one or
more virtual storage resources (e.g., cloud storage, a virtual
private network, and/or other virtual storage resources). Elec-
tronic storage 116 may store software algorithms, informa-
tion determined by processor(s) 118, information received
from server(s) 102, information received from client comput-
ing platforms 104, and/or other information that enables serv-
er(s) 102 and/or client computing platforms 104 to function
as described herein. It should be noted that, 1n certain imple-
mentations, electronic storage 116 may be a part of server(s)
102, a part of a given client computing platform 104, and/or a
separate component of system 100.

In some 1mplementations, processor(s) 118 1s configured
to provide iformation processing capabilities 1n server(s)
102. As such, processor(s) 118 may include one or more of a
digital processor, an analog processor, a digital circuit
designed to process information, an analog circuit designed to
process mformation, a state machine, and/or other mecha-
nisms for electronically processing information. Although
processor(s) 118 1s shown in FIG. 1 as a single entity, this 1s
for illustrative purposes only. In some implementations, pro-
cessor(s) 118 may include a plurality of processing units.
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These processing units may be physically located within the
same device, or processor(s) 118 may represent processing
functionality of a plurality of devices operating 1n coordina-
tion. Processor(s) 118 may be configured to execute modules
106, 108, 110, 112, and/or other modules. Processor(s) 118
may be configured to execute modules 106, 108, 110, 112,
and/or other modules by software; hardware; firmware; some
combination of software, hardware, and/or firmware; and/or
other mechanisms for configuring processing capabilities on
processor(s) 118. As noted, 1n certain implementations, a
given client computing platform 104 may include one or more
computer program modules that 1s the same as or similar to
the computer program modules of server(s) 102. Client com-
puting platform 104 may include one or more processors that
are the same or similar to processor(s) 118 of server(s) 102 to
execute such computer program modules of client computing
platform 104.

It should be appreciated that although modules 106, 108,
110, and 112 are illustrated 1n FIG. 1 as being co-located
within a single processing unit, in implementations 1n which
processor(s) 118 includes multiple processing units, one or
more of modules 106, 108, 110, and/or 112 may be located
remotely from the other modules. The description of the
functionality provided by the different modules 106, 108,
110, and/or 112 described below 1s for 1llustrative purposes,
and 1s not intended to be limiting, as any of modules 106, 108,
110, and/or 112 may provide more or less functionality than
1s described. For example, one or more of modules 106, 108,
110, and/or 112 may be eliminated, and some or all of its
functionality may be provided by other ones of modules 106,
108, 110, and/or 112. As another example, processor(s) 118
may be configured to execute one or more additional modules
that may perform some or all of the functionality attributed
below to one of modules 106, 108, 110, and/or 112.

FI1G. 4 1llustrates a method for facilitating interface-based
game-space contest generation, in accordance with one or
more implementations. The operations of method 400 pre-
sented below are itended to be illustrative. In some 1mple-
mentations, method 400 may be accomplished with one or
more additional operations not described, and/or without one
or more of the operations discussed. Additionally, the order 1n
which the operations of method 400 are 1llustrated in FIG. 4
and described below 1s not intended to be limiting.

In some implementations, method 400 may be imple-
mented 1 one or more processing devices (e.g., a digital
processor, an analog processor, a digital circuit designed to
process mnformation, an analog circuit designed to process
information, a state machine, and/or other mechanisms for
clectronically processing information). The one or more pro-
cessing devices may include one or more devices executing
some or all of the operations of method 400 1n response to
istructions stored electronically on an electronic storage
medium. The one or more processing devices may include
one or more devices configured through hardware, firmware,
and/or software to be specifically designed for execution of
one or more of the operations of method 400.

Atan operation 402, user inputs that relate to a contest to be
provided 1n a game space may be recerved from an adminis-
trator via a user interface. The user inputs may 1include one or
more performance criteria to be associated with the contest,
one or more awards to be distributed 1n association with the
contest, one or more qualifications to participate 1n the con-
test, and/or other user mputs. The game space may be con-
figured to facilitate interaction of users with the game space
and/or each other by performing operations 1n the game space
in response to commands recerved from the users. In certain
implementations, the performance criteria may relate to suc-
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cess with respect to the contest. The success-related pertor-
mance criteria may relate to one or more of resource collec-
tion, building possession, combat, rescues, or level progress.
In some implementations, the qualifications include merit-
based qualifications associated with the game space. The
merit-based qualifications may relate to one or more of pos-
sessed structures, collected resources, combat history, rescue
history, or user level. Operation 402 may be performed by a
template interface module that 1s the same as or similar to
template interface module 106, 1n accordance with one or
more implementations.

At an operation 404, a template that indicates the user
inputs may be stored. As such, 1n some implementations, the
contest may be executed 1n the game space based on the stored
template. The contest may, for instance, be executed based on
a predetermined schedule, a periodic basis, a manual user
activation, and/or other trigger using the user inputs indicated
in the stored template. Operation 404 may be performed by a
template interface module that 1s the same as or similar to
template interface module 106, 1n accordance with one or
more implementations.

At an operation 406, a notification that relates to the contest
may be provided 1n the game space based on the user inputs.
For example, the notification may be provided based on the
performance criteria, the awards, and/or the qualifications
that are recerved as user inputs from the administrator via the
user interface. In some implementations, the notification may
indicate one or more of the users that are qualified to enter the
contest. Operation 406 may be performed by a contest imple-
mentation module that 1s the same as or similar to contest
implementation module 108, 1n accordance with one or more
implementations.

At an operation 408, the contest may be executed 1n the
game space based on the user mnputs. For example, the contest
may be executed based on the performance criteria, the
awards, and/or the qualifications that are receirved as user
inputs from the administrator via the user interface. Operation
408 may be performed by a contest implementation module
that 1s the same as or similar to contest implementation mod-
ule 108, in accordance with one or more implementations.

At an operation 410, activities that are performed i the
game space by the users participating in the contest may be
monitored. Operation 410 may be performed by a perior-
mance determination module that 1s the same as or similar to
performance determination module 110, in accordance with
one or more implementations.

At an operation 412, performance scores of the participat-
ing users may be determined based on the performance cri-
teria and the performed activities of the participating users.
Operation 412 may be performed by a performance determi-
nation module that 1s the same as or similar to performance
determination module 110, in accordance with one or more
implementations.

At an operation 414, automated distribution of the awards
to individual ones of the participating users may be facilitated
in accordance with the performance scores of the individual
participating users. Operation 414 may be performed by an
award distribution module that 1s the same as or similar to
award distribution module 112, 1n accordance with one or
more implementations.

In certain implementations, with respect to operation 414,
the automated distribution may be facilitated such that the
awards are distributed to the individual participating users
based on one or more predetermined intervals of the contest.
In some implementations, the automated distribution may be
tacilitated such that a first award of the awards 1s distributed
during a first predetermined interval of the predetermined
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intervals to a first participating user of the participating users
in response to the performance scores of the first participating
user satistying a {irst performance threshold during the first
predetermined interval, and such that a second award of the
awards 1s distributed during a second predetermined interval
ol the predetermined 1ntervals to the first participating user 1n
response to the performance scores of the first participating,
user satistying a second performance threshold during the
second predetermined interval.

Although the present invention has been described 1n detail
for the purpose of illustration based on what 1s currently
considered to be the most practical and preferred implemen-
tations, 1t 1s to be understood that such detail 1s solely for that
purpose and that the invention 1s not limited to the disclosed
implementations, but, on the contrary, 1s intended to cover
modifications and equivalent arrangements that are within the
spirit and scope of the appended claims. For example, 1t 1s to
be understood that the present invention contemplates that, to
the extent possible, one or more features of any implementa-
tion can be combined with one or more features of any other
implementation.

What 1s claimed 1s:
1. A system for facilitating interface-based game-space
contest generation, the system comprising:
one or more processors configured to execute computer
program modules, the computer program modules com-
prising;:

a template interface module configured to provide a user
interface for presentation to an administrator, wherein
the user interface 1s configured to recerve user iputs
from the administrator that include one or more per-
formance criteria to be associated with a contest to be
provided 1n a realm-building game space, one or more
awards to be distributed 1n association with the con-
test, wherein the one or more awards include virtual
items usable 1n the game space, and one or more
qualifications to participate in the contest, and
wherein the realm-building game space 1s configured
to facilitate interaction of users with the realm-build-
ing game space and/or each other by performing
operations 1n the game space to achieve one or more
realm-building game objectives 1n response to com-
mands received from the users;

a contest implementation module configured to provide,
based on the user inputs, a notification 1n the game
space that relates to the contest;

a performance determination module configured to
determine, based on the performance criteria and
activities that are performed in the realm-building
game space by the users that participated 1n the con-
test, performance scores of the participating users,
wherein the performance criteria and activities that
are performed 1n the realm-building game space, that
contribute to the determination of the performance
scores of the participating users in the contest, are the
same performance criteria and activities performed
by the users when performing operations 1n the game
space to achieve one or more realm-building game
objectives; and

an award distribution module configured to automati-
cally distribute the virtual items usable in the game
space to individual ones of the participating users in
accordance with the performance scores of the indi-
vidual participating users.

2. The system of claim 1, wherein the performance criteria
relate to success with respect to the contest.
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3. The system of claim 2, wherein the success-related per-
formance criteria relate to one or more of resource collection,
building possession, combat, rescues, or level progress.

4. The system of claim 1, wherein the qualifications include
merit-based qualifications associated with the game space
carned separately from the contest and prior to the contest
period.

5. The system of claim 4, wherein the merit-based qualifi-
cations relate to one or more of possessed buildings, collected
resources, combat history, rescue history, or levels associated
with the game space.

6. The system of claim 1, wherein the contest implemen-
tation module 1s configured such that the notification indi-
cates one or more of the users that are qualified to participate
in the contest based on the qualifications.

7. The system of claim 1, wherein the template interface
module 1s configured to store a template that indicates the user
inputs, and wherein the contest implementation module 1s
configured to execute the contest in the game space based on
the stored template.

8. The system of claim 1, wherein the award distribution
module 1s configured such that at least one of the awards 1s
distributed to at least one of the participating users inresponse
to the performance scores of the at least one participating user
satisiying one or more performance thresholds.

9. The system of claim 1, wherein the award distribution
module 1s configured such that the awards are distributed to
the individual participating users based on one or more pre-
determined intervals of the contest.

10. The system of claim 9, wherein the award distribution
module 1s configured such that a first award of the awards 1s
distributed during a first predetermined interval of the prede-
termined intervals to a first participating user of the partici-
pating users in response to the performance scores of the first
participating user satisfying a first performance threshold
during the first predetermined interval, and such that a second
award of the awards 1s distributed during a second predeter-
mined interval of the predetermined intervals to the first par-
ticipating user 1n response to the performance scores of the
first participating user satisfying a second performance
threshold during the second predetermined interval.

11. A computer-implemented method of facilitating inter-
face-based game-space contest generation, the method being
implemented on a computer system that includes one or more
physical processors, the method comprising:

Providing a user interface for presentation to an adminis-
trator, wherein the user mterface 1s configured to receive
user mputs from the administrator that include one or
more performance criteria to be associated with a con-
test to be provided in a realm-building game space
executed on a server, one or more awards to be distrib-
uted 1n association with the contest, wherein the one or
more awards include virtual 1tems usable 1n the realm-
building game space, and one or more qualifications to
participate 1n the contest, and wherein the realm-build-
ing game space 1s configured to facilitate interaction of
users with the realm-building game space and/or each
other by performing operations 1n the realm-building
game space to achieve one or more realm-building game
objectives 1n response to commands recetved from the
Users;

providing, based on the user 1mputs, a notification 1n the
game space, executed on one or more client computing
platforms, that relates to the contest;

determining, based on the performance criteria and activi-
ties that are performed 1n the realm-building game space
by the users that participated in the contest, performance
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scores ol the participating users, wherein the perfor-
mance criteria and activities that are performed 1n the
realm-building game space, that contribute to the deter-
mination of the performance scores of the participating
users 1n the contest, are the same performance criteria
and activities performed by the users when performing
operations in the game space to achieve one or more
realm-building game objectives; and

automatically distributing the virtual items usable 1n the

game space to individual ones of the participating users
in accordance with the performance scores of the indi-
vidual participating users.

12. The method of claim 11, wherein the performance
criteria relate to success with respect to the contest.

13. The method of claim 12, wherein the success-related
performance criteria relate to one or more of resource collec-
tion, building possession, combat, rescues, or level progress.

14. The method of claim 11, wherein the qualifications
include merit-based qualifications associated with the game
space earned separately from the contest and prior to the
contest period.

15. The method of claim 14, wherein the merit-based quali-
fications relate to one or more of possessed buildings, col-
lected resources, combat history, rescue history, or levels
associated with the game space.

16. The method of claim 11, wherein the notification indi-
cates one or more of the users that are qualified to participate
in the contest based on the qualifications.
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17. The method of claim 11, further comprising;:

storing a template that indicates the user inputs; and

executing the contest 1n the game space based on the stored

template.
18. The method of claim 11, further comprising automati-
cally distributing at least one of the awards to at least one of
the participating users in response to the performance scores
of the at least one participating user satisfying one or more
performance thresholds.
19. The method of claim 11, further comprising, based on
one or more predetermined intervals of the contest, automati-
cally distributing the awards to the individual participating
users.
20. The method of claim 19, further comprising:
automatically distributing a first award of the awards dur-
ing a first predetermined interval of the predetermined
intervals to a first participating user of the participating
users 1n response to the performance scores of the first
participating user satisiying a first performance thresh-
old during the first predetermined interval; and

automatically distributing a second award of the awards
during a second predetermined interval of the predeter-
mined intervals to the first participating user 1n response
to the performance scores of the first participating user
satisiying a second performance threshold during the
second predetermined interval.
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